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 Tujuan penelitian ini adalah untuk meningkatkan kreatifitas dan pemahaman 
siswa dalam berkarya animasi stopmotion. Penelitian ini merupakan penelitian 
pengembangan (R&D). Subjek penelitian adalah siswa kelas IX SMA Insan Cendikia 
Al-Mujtaba yang berjumlah 38 siswa. Teknik pengumpulan data dengan observasi, 
wawancara dan quesioner. Uji validitas data menggunakan teknik triangulasi data. 
Analisis data menggunakan analisis kualitatif dan kuantitatif. Prosedur penelitian 
menggunakan prosedur dalam penelitian pengembangan. 
 Hasil penelitian berupa multimedia interaktif pembelajaran animasi 
stopmotion setelah diterapkan pada pembelajaran seni budaya menunjukkan bahwa 
keterampilan dan pemahaman siswa meningkat. Berdasarkan hasil uji coba tahap I ke 
tahap II diperoleh peningkatan skor sebesar 16%. Simpulan penelitian ini adalah 
penggunaan multimedia interaktif pembelajaran animasi stopmotion dapat 
meningkatkan kreativitas dan pemahaman siswa dalam berkarya animasi stopmotion. 
 
 

























Alfian Dimas Sujiwo, THE DEVELOPMENT OF LEARNING MEDIA 
STOPMOTION BASED ON INTERACTIVE MULTIMEDIA TO IMPROVE 
STUDENT’S 9th GRADE UNDERSTANDING ON STOPMOTION LESSON AT 
INSAN CENDIKIA AL-MUJTABA SUKOHARJO SENIOR HIGH SCHOOL 
(SMA), SCHOOL YEAR 2015/2016. Thesis, Teacher Training and Education 
Faculty Sebelas Maret, July 2016. 
The research aims to improve the student’s creativity and their comprehension 
in animation work of stopmotion. This research was development research (R&D). 
the subject of this research were student 9
th
 grade at SMA Insan Cendikia Al-Mujtaba 
about 38 students. The data are collected by using the technique of interview, 
observation and questionnaire. Samples are taken by qualitative and quantitative. The 
research procedure use the research development. 
The result of research about interactive multimedia learning of stopmotion 
animation after being applied has shown that their skill and comprehension of 
students was increased. Based on the first and second experiment, the score increased 
about 16%. The conclusion of this research that the interactive multimedia 
application of stopmotion learning has been able to increase their creativity and 
comprehension on it. 
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